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From: "Wayne M. Hadady" wmh@hadady.com
Subject: ASL: WO '00 AAR

The '88 Mustang doesn't get much use anymore. | made supasesure was OK all around, all fluids were OK, and thatelveere enough
spare fluids and tools behind the seats to do minor roadveidke. On passing the Mechanical Reliability roll, she stdrtip and | was off to
WO '00, five liters roaring. Drive time: just over an hour.

It was my intent to arrive by mid morning, but | left late and diot get in until early afternoon, Friday, 1/14/00. Afteecking in and scoping
out the room (no fridge---glad the beer | packed was Guinnésgent down to register and get fixed up with my first game.

Jim McCormick, ex-military, now works in Law EnforcementMontgomery County, MD. He's played ASL since SL days, buthasbless time
in recent years, owing to family obligations. He used to béagtpster at the old AH offices (not far from his home). Henslkied my Want to
Play list (some 85 titles long) and immediately picked outlAPDanger Forward. We gave the Italians the balance, daresides, and | got the
Amis. This was somewhat ironic, given the ASLML exchanged té Scott Holst just before WO '00: the only way | could strivggn my claim
that the lIties have a shot in this scenario would be to lose.

| putthe MMGs/8-1 “death star' in the Level Two Building o thill on the Ami right (L00CC4.2). This gives some LOSs itte ttalian set-up
area, and at some of the Stone Locations the Italians allg tikelaim, early-on (e.g. 46AA4). All these shots are at gdtange, though, so |
planned to move these guys (2x squads) down into the villtgethe first Turn. As this position is an obvious Snipegety | also committed a
third squad, deployed into HSs, to man the Level two locatetnl00CC5 and 100DD4, to draw off some of those Sniper atack

I set up two platoon-size stacks w/leaders for the run intovitage: one stack to CX to 46DD4 and disperse in the APhtterdo CX to the
46AAT7 Church and adjacent graveyard. | set up a leaderlassgnl to CX to 46DD7 (two squads to Level 1; one squad w/BAD4stdy on
Level Zero). These guys were in position to Advance to 46Q@i&re the guys on Level One (especially) can complicatertitialiltalian move
into the village.

On the Ami left, | set up 2x squads to take Building 46V 8 righteg (one to CX upstairs, to keep these leaderless troopmisgethe other, w/
BAZ43, to take the ground level). Both ended their APh in 46\t up a squad and HS to try for Building 46U7, and anotheh gair to try
for Building 46X6.

The strength of this set-up/plan (as Scott mentioned on BIEM) is that the Amis can get very deep into the village beftire Ities can step
over their LoD. Further, if Ities are not careful to set-upp ofILOS of the “death star,' they can find themselves buslyeéir first RPh.

The weakness of this setup is that the Amis are over-extemgéte village (CX and weak), and leaderless on the Ami Béigtt commented,
Sunday, that he would never tie up a leader/forces on thedtddahill like | did; | like that initial long-range fire supptireserve option, but | see
his point].

Jim set up one AG and a small, leaderless garrison in theityicgfthe 46S4 building. The other two AGs, and most of theahify, were
stacked in the 46W3 vicinity for a hard push into the villaghe Italian Sniper started right next to the “death starigected).

His set-up did give me some shots from my “death star," bukthglt was no effect/no rate.

So, after those prep-fires, | made my planned moves, withimatrouble. I'm aware of some tricky LOSs from the Italiatupearea to hexes
46DD8, FF10, and to some hexsides near that seemingly asefg'but Jim was not, so he had no shooters in position tattitlecations. In
any case, | was set to avoid those hazards on the Turn One nmidyemly casualties came in the Ami right---a HS, broken oa tthn for U7.
After my APh, I had a squad in U7; squads in V8 (as stated); a GXrHN7 (or X67?); a squad in X7; 2x squads w/9-1 (all CX) in Z6 andX
squad in the Graveyard; squads in CC7 (as stated); and CX¥lsqu&C4, EE4 and CC5, wi/their CX leader in EES5. | also advdmag “death
star' guys/Sniper guards down to Level One, antici- patifigram Two move into the village.

In his initial move, Jim went after the broken HS on the Amhtignaneuvering his ACs (successfully) so as to kill it in BRt®h. A successful
MG TH from the setting "death star' had no effect (as expedta TK#s are too low to rely upon). My BAZ43 got a shot off frov8, but
Xed-out. His initial move into the village was some- whatk®o up by a Snap Shot, from 46CC7.1, to the X3/Y3 hexside. Byetid of his
APh, he had squads (some Concealed) in Buildings W6--Y5,-Af3l AA3--BB1, an AG parked at BBO or CC1, an AC at 100W1, an &C
46Y9, and | forget where the 3rd AG was (it Malfed early, and\aer Recalled on a failed Repair attempt). The AG at 46Rdrdjng the S4
building, fired, w/out effect, on the Ami squad in BuildingrU

As Jim moved his ACs, | reminded him of my oncoming Stuartssdid he'd written off the ACs already, and was taking the HSwkiile he
could.

The ACs died soon after. The one at 100W1 brewed up. The on8 dtdfe into the hex of my Stuart at Y10 (planning to get me flmhind
at 100Y1). My Acquisition following it into my hex; the zenange shot hit/killed (no brew-up). The early dispatch ef &Cs (without a chase)
left me free to use them for Infantry support.

The mid-game was a struggle along the lines drawn in the ogeBieveral Melees developed---Jim used his local nuniesigeeriorities to
good advantage. American strength built over time, thoagtG Xs wore off and the Americans, dispersed by their Turn@aks,
concentrated. At one point, Jim made a bold move for boarddt@ the 46S4 vicinity, but with just one squad; MG fires stegjit. This was a
curious case of a blunder gone good (for me): on Turn Two, tgdt- to move my “death star' guys to ground level and towsedrllage (so |
advanced them back up to Level Two). Thus, they were in a glamgpvhen the Italians tried to run for board 10. The Italiaip8r did indeed
strike, but one of the HSs placed for the purpose took therfsitead of the MG/leader stack.



advanced them back up to Level Two). Thus, they were in a glamépvhen the Italians tried to run for board 10. The Italiaip8r did indeed
strike, but one of the HSs placed for the purpose took thérsitead of the MG/leader stack.

Eventually, the Amis got the upper hand in the Melees, bubefiire a bit of excitement: A combination of 2/12 CC DRs let ttalians get by
and Encircle a couple of Ami squads in CC4 (I think). For a Bfayurn or so it seemed the Italians might inflict a major aetbon the Amis.
Ami victories in the other Melees, though, led to mount- inggsures that the Ities could not withstand. A Stuart at A&S placing telling
Canister at Z4/Z3/AA4. The Amis at U7 (and another squadabeg move on Building S4. Ami troops from the Church and Xénites got
into the 46BB4--Y 3 Buildings. The second Stuart fought tlglothe AGs to get to 46X1. Jim threw in the towel in his Turneriv

So, that's more detail than | expected I'd recall; some sfitriong/out of sequence, I'm sure.

It's my guess (not yet validated by actual trial) that thédtes should respond to an Ami “village grab' setup by coitimgitno more than two
companies to grabbing Locations in the AA3 area, and ingbeatl =very= hard, with armor support, to grab the W7 and V&imgs
(especially if there is no “death star' on the board 10 s&ylilihe 2 (or so) companies tasked to the AA3 vicinity shoelttige heavy MMG and
ATR, and stay out of Buildings 46Z3 and AA4 until their last BRvhile keeping the Amis away with fire. The LMGs, two leaslesnd ACs
should help out in the push through W7--V9 toward board 1@h(t¥vie AGs shelling from a safe distance, and the ACs interitig Ami moves)
. Even if half the Italian force (of up to five compan- ies) w&up DM in this maneuver, the ploy might leave the Amis (gron the village)
too out of position to stop a subsequent move (by up to two eones) toward the board 10 buildings. The Stuarts, withr Benister, can have
some real fun vs such a bold Italian move, but they can't step/ene of 15 or so squads (six of which should be the 7-maays), especially
while also watching out for the Italian armor (besides, Cri€&r won't last forever). Like | said, this has not beeadiito my knowledge), but
it looks viable.

After breaking for dinner w/Jim McCormick, | went back to theme room to consider whether or not | was up for a second daehevening.
As it was late, | was looking to play something small. | washlado interest anyone in a go of Strayer's Strays. Damon dNevkntually sold
me on the notion that AP8, A Bloody Harvest, was a quick plap&mon, a chess shop owner in the Baltimore area, was eagkyto
whatever the hour, as his business normally keeps him topfbusaturday play (that's his busiest day). So, WO '00 washance to blow off
one Saturday a year and get in some “catch up’' ASL in.

The record showed the Germans at a disadvantage. Damonditaatehe record was polluted by an earlier version of theade, wherein the
Poles had LMGs (instead of Assault Fire capability); hetfedt Germs didn't need the balance. He volunteered to takBehes, w/out the
balance. | suggested we give the Germs the balance and disielés. He agreed, and wound up w/the Germans anyway. Sw igwod
midnight, | went to work on a Polish setup.

| totally failed to grok this scenario, and was taken apastuld not see how to use the OB-given trenches. Nor did | emdref way to use the
Polish Assault Fire capability. | deployed one of the foravaquads and started w/Concealed stacks showing at Y3, X&n/®V/10 (as near as
I can recall). X6 and W10 were full squads; the others, HSst Bpsquad and the 8-0 in Building P1, for long range fire o#t3oThe 8-1/

MMG and a squad went into O7.1 for shots over the Grain. Forpaomy, 2x squads went into O8.1. The MMG was Boresighted to. \Wh®
squads went into the grain at T4 and T8 (or was that S5 and $8t)ches went at P6--P8 and at N5. | was very dissatisfidutivis defense,
but it was past midnight, and | needed to get the game going.

Damon made his main push down the East board edge. Some tokes fraveled the West edge. His 9-2/MMG advanced into BEg&Woods
for some long range dueling with my MMG in O7.1. The Polishadjat X6 was killed by an early “snakes' from the 9-2/MMG. Ti&rdar

Y 3 was eventually taken down in CC (I think). The guys holdimg Woods near W9 forced Damon to make a cautious approattiheBRoles
soon had to fall back, leaving the Germans free to assembladéhat area. | got to use my Boresighted hex, but would ldave better had |
Bore- sighted X8 instead of W10.

As early as Turn Four or so, the Germans were tearing thrav@brainfield, forming a carpet firegroup in the R6--T9 aléavas evident the
Germans would not need the balance (of an extra turn). By Fiwe the compound was being swarmed. After all my guys wiad fired, |
made the mistake of waiting for the Final Fire Phase befooetiing again---I'd forgotten that you cannot use FPF in DFRly in the MPh. Oh
well. German Advancing fires broke all the Poles, effedfiwginning the game. Rather than play on through the mop-wgsehl conceded; it
was now 0500, and | needed some sleep.

I'm still not sure how to stop the Germans in this one. MayleeRhles can set up in the grain as a carpet firegroup and waltédGerms to
move up? After Polish Final fire, they would fall back in th®Ph, and use their AFPh (w/Assault Fire) to hurt the Gernsgean, before the
next German turn? Meanwhile, the MMG, set up or moved to onibeoflanks, could lay a Fire Lane through the grain, acrossabrman axis,
during the German MPh? The Trenches, perhaps, could go IfieRS-Q9-P9, w/the MMG starting in the S10 Trench, and thevdod force
installed in the W9 Woods? The MMG has a range of 11 hexesig-from this suppositional Trench line, the MMG can, on aaralate hex
grain FL, cut the board in half (S10--X1, for example). Grhas no Hindrance effect for ““for Fire Lane placement/ &tfagposes” [A9.22],
another rule | forgot, in my game w/Damon.

Though it was more fun writing this one up than it was to playhe point of my WO weekend was to both play and learn as mutbhasdd in
two days. Damon was a good teacher-by-example. | understankind of terrain a lot better now, | think, even though kmowledge came a
too late to help me in the game. Some wit said, “experiendeeikiiowledge you get just after you need it.' For me, AP8 wasaper crop of
experience.

After my game w/Damon, | did not get “eyes closed' until 060takes me a while to wind down from ASL). The alarm clock ledidubious. |
set it for 1030 and hoped for the best. In no time at all, it wathjust fine. As | slowly pulled myself together to rejoineHestivi- ties, the hotel
fire alarm went off. That got my butt down to the lobby sevenatutes sooner than | otherwise would have moved. "Falsendlsaid the clerk
at the front desk. After getting a quick lunch for breakfastent back to the gaming area to get fixed up for my third gamas steered toward
Jeff Toreki, a Bounding Fire play- tester up from Texas. deffks as a compliance officer for a Texan university andhegtis that he has
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Jeff Toreki, a Bounding Fire play- tester up from Texas. deffks as a compliance officer for a Texan university andheetis that he has
60--70 games under his belt, many of them from his playtg$tin Bounding Fire Productions.

I couldn't find where I'd filed my Want to Play list the nightigr, so we talked scenarios a while before settling on DAGLraconian
Measures. The record suggested the Russians needed thedhyalawe gave it, and diced for sides. | got the Russiansetngps defense. Our
table was in the traffic area of the main entrance, so our ghrewe a large number of casual onlookers. Among the earljovssivas Brian
Youse. “You're playing Draconian Measures against =Wagyt®Good Night! =You= won't be getting any sleep tonigfitifs prediction
seemed preposterous, as it was not yet 1300 when he madertaekr&vents would, however, prove him correct. Playing trie was to
require a gargantuan effort that would not be over until 08880, Sunday morning.

| set up a forward defense, planning to fall back slowly-Jdeff were to hit me hard and fast, it would be very expensivéniim. Jeff played a
very careful, chess-like game, taking advantage of theasazlength. All afternoon and into the early morning, a coomtg heard (though
inaccurate) remark was, it doesn't look like much has gedrt' From our point of view, it was a highly charged gaméhwvery third dice
throw, it seemed, resulting in some game-shaping event.

The weight of the German attack was into the Factory. Moshefarmor, the FT, and the 838 Infantry went that way. Germassmbled in the
dL2 vicinity, fought into the dM2-to-dH3 building line, arfthnked the Factory by taking the aM1 and N2 buildings. Inparpof this attack, a
smaller German contingent wrestled me out of dG5-to-dB#limg line. Most of my Infantry was set up to fall back into tRactory, where I'd
placed the ART piece in the corner at al3, CA at aH2/12, on slagion that | might get a crack at a tank, before chang- ing€accomplish
the primary mission of blowing down Infantry that enter thetbry. (The ATG | placed at bC4, CA at bD3/C3 to interdict #empt to exit the
board. This placement was a blunder, because it put the ATGf@otion WRT two out the three possible VCs, and the Gerneehaot
choose the exit VCs. OTOH, it's long absence from the baitieefd Jeff to play his tanks w/great caution, he said.)

My troops on my right, in front of the Factory, fell back in atively good order. On my left, | had trouble, and wound upeatmessed up in the
aF2/aC3 buildings. At one point it was looking like Jeff wdbuleed just one MPh to mop up my troops in that block with litiféiculty. A

series of unlikely rallies and battle hardenings gave tlaatfnew life, though, and they held together much longen #ither of us had
expected. Jeff eventually christened my three or so Gooeixguads there (and their wounded leader), "The Platoon Aell.' One of those
suckers Battle Hardened to Fanatic status three times.rtunfttely for me, only the first such hardening had any gaffez no Heroes were
generated (but no one went Berserk, either, so | can't campla

One of the Tigers failed a Mechanical Reliability roll eardynd spent the game parked on the bridge at dH1. This tankyiag icquire and
shell my HMG in aG2.2. (Those guys were eventually brokenrbglsarms fires and a CH from the dC4 vicinity; they would gototbecome
part of The Platoon From Hell.) The other Tiger wormed its \@fong the East board edge, by the Factory. One of the Mk IVshecithe
Factory at aL1, avoiding Bog, and eventually planted a pei$enoke placement at aJ2, blinding my best Infantry staetettand masking my
ART piece.

My ART piece never got to perform its intended mission. Itgjved HIP to take a flank shot at a Mk IV parked in Bypass at d&5#it/Dud.
That lucky tank survived 2--3 more hits and an ATR shot befmting wrecked at aHO. By this time, my reinforcements haided (and none
too soon---the balance provision [earlier reinforcemlents a help). | sent the Infantry to building aN4. The tankglitsip, sending one to aL 3,
another to al3 (in bypass behind the 13/H2 wall to help KO thelW), and the third to aC4 to help shore up my shaky positiorthat flank.
The ART piece changed CA to cover the Factory interior. It tuefitst take down the Mk IV in aL1. My 3 or more hits had no effethough.
The Tiger in the East made a bold move into Bypass at aN2/N3T84yat aL.3 took a chance by standing pat, waiting for an opipdst to
Immob the Tiger in Prep Fire. The Tiger hit on a BFF shot thquigbwing up the T34. Had the T34 gone into Motion, he wouldhhitave
gone into the Factory entrance at aL2 and lived (the betteeio retrospect). The T34 in Bypass behind the wall at alBtweo the Factory
at 12 (avoiding Bog) to gang up, with the ART piece, on the MkiiM_1. That T34 fell to a low-dice hit from the Mk IV, though. Mewhile,
Jeff put another Mk IV into Bypass at al1/H1 to pressure mdany third T34, dancing with the fouth Mk IV in Bypass at d053, Bogged
in E3. This was a poor move on my part, because the Mk IV wastaldkp out of my LOS immediately. Now my last T34 was in a Heép o
Trouble from closing Infantry (Jeff deduced that some of amykts nearby escorts were dummies). | shook the Bog to g&tXolaut got
Immobilized by a leader-directed Street Fighting attadie Mk IV in all cranked around to wreck my last T34 before thd T8uld hit the Mk
IV w/a flank shot.

With all the Russian armor gone, the Germans pressed hoiin@ttaek on the Factory. It was by now evident that Jeff hdecded the block-
clearing VCs (choice "B'). Two distinct battles were fouighthe Factory---one for hex aK3, then the final battle, iatthuilding, at al3. By the
time that fight as over, Jeff had some troops North of the &k trying to round up my broken, who were rallying and reteeing the VC
area. One of his HTs finally got into LOS of my 57LL, but the @rsurvived. The last two MMCs of The Platoon From Hell foundrselves
in Melee and fully surrounded by Infantry and armor at aD 2@ fires into the Melee broke all the Germans in there, ibatlfy broke the
last Russian MMC as well, satisfying the VCs.

We'd played some seventeen hours by that time, with only aidQtenbreak or so. We marveled at the effort that must have gan
playtesting this scenario.

For the record, Jeff was the slower player (but he also hadhbre complicated OB). At one point | mentioned how nice it West he and |
play at close to the same speed. He agreed.

Aside from having set up the 57LL too far out of play, | faultseyf for not having used the T34s offensively. Rather tharialy my posi- tion
(which could well have worked), | might have kept the T34s-amntrated and gone after the German armor. The VCs allow $oidden- death
Russian win if enough of the German armor is disabled. Haddmglly left my infantry to fend for themselves, and trtb hunt-down
strategy, it would have produced an interesting subgantentiggnt have indirectly taken some of the heat off of my Russrdantry.

I'll have to give that a try, next time | have seventeen housptre.



I'll have to give that a try, next time | have seventeen housptre.

For a glance at Jeff and | in action, settp://www.advancedsquadleader.com/WO/images/wdOig That's Jeff in the center foreground; I'm
the cute fuzzy one in glasses in the left foreground.

After my marathon game of Draconian Measures w/Jeff Tollekgs in dire need of rest. Jeff decided to call it an all-ngghhe and some
others went out for breakfast. | went back to my room for sormémal sleep before Sunday checkout time (1100).

I woke up still in a fatigue haze. After clearing out of the mpand getting a rather substantial breakfast at the hotehgdtwandered back to
the gaming area to ponder whether or not | had the strengémfother game. Matt Deuber, software engineer, fellow DCsCapt Club
member, and Youse House Irregular, was looking for a smallegd suggested T16, Strayer's Strays, the smallest/sstnphe | know, and Matt
agreed. We diced for sides, no balance. | got the Amis.

As Matt was setting up, Jim Stahler arrived, looking for a gafrhe crowd was considerably thinned down by then. Jim wablerto get a
match, so he sat in, at our invitation, to kibitz a bit as Matd 4played. Matt and | are used to discussing strategi¢®taaloud, in playtests, so
the addition of Jim's insightful comments was a natural. $ wertainly helped, at points, buy Jim's presence, but sdMedfs and our game was,
on the whole, still ours. Most useful was the post- gameqeréiJim gave to each of us. I'm very pleased that he gave usghgupe of his time,
knowledge, and company. | see Jim, most Tues- days, at titegtdne runs, but | do not get to play him much. I learn a lorgtiene 1 do. In a
mild way, both Matt and | got to play Jim a bit, as we played eettter.

Matt's setup was too strong in the East, | thought. The cexisris probably never a good choice in this scenario. In tlest\ saw a way to
reach mid-board on Turn One, so | set up for that. Matt showeallstacks only at A4 and C4, a larger stack at J1; the nehefjstwas in
building J8. With HSs and the Hero, | ran the 240 yard dashdwdires from A4 and C4. C4 wisely held fire until DFF, thougimacking a
squad (I think). The MMG squad broke in B5 (I think). | ended Tayrn One with units in A5-B4-C5--F3, and some broken (and Gi)s
behind the wall in D5, IIRC (I cannot describe how fatiguedlt fluring this game, so these details may well be off). It matsa very successful
Ami Turn One, but the Germans were in trouble, too; it was ilogkike a race between how fast the Germans could concdag; ttad how fast
the Amis could Rally and get over the A5--12 road.

Matt's Prep Fires broke more Ami squads in the Road. Germanedrthrough the Orchard to try DMing my broken behind the \W&l. Ami
D1F stopped enough of them to keep him from DMing me with FRphe unit got to F6 in Good Order, close enough to Advance6tand
thus accom- plish that mission. More Germans assembledidééie H3--13 hedge, and the stack at J1 grew. The Germans diedi4o Double
Breaks. The squad at C4 routed to E2, got surrounded, andi eipdes POWSs, soon to be escorted off-board.

The Germans in E6 got whacked in CC by an Ami squad from D5. TineMMG squad, a HS, and a leader would up in the B7 woods where
they Rallied. Another Ami squad was able to Rout forward tg G8rman fires from H3 forced it to Rout, DM again, to B3. Tharsof Ami
Turn Three found me scattered like spilled rice, with unit&l, E3, C4, B3, B7, E6 and the like. This was not at all whagifidisioned. Groan.

I took a little break at this point---my mind was mud---andreaback to decide how to move so as to be set for a possible wiy {final) Turn
Four. My CC victor in E6, | decided, would move to D4 where, élbroke, he'd limit German fires from J1 (SFF Target Seledtiits), and
thus make it easier for my leader, MMG squad and HS at B7 toygatthe Road. If he survived in GO, he could try for Smoke in Dete CX
to D3. As it happened, Matt's Leader-directed 4(-2) diceaksn, leaving D4 empty. Jim commented that a move to C5 waud heen a bit
wiser, ~but in any case, you can't do much versus snakes."

My HS made it to C5 | think; my MMG squad got Pinned in B5 (or métde B4); my leader made it from B7 to B3 to help with some Rally
work there. I'm fuzzy on these details, but the upshot isttiaB7 guys made it to/over the Road to gain a shot at an exh@nTurn Four.

I knew | needed to set up a screen of some kind to prevent Gerframn gaining too many fire opportunities into my exit arkat | was unable
to put together any kind of Real Good Idea (fatigue, agaiwpund up settling on a squad and a half, and the Hero, in D1eKifilng some guys
early; and Advancing everyone else so as to be able to mowedftigll along A1--E1. While devising this “plan,' | felt wemuch like | was
operating on a two-digit I1Q. Jim, in Post-Game comments)tedi out that the “right' Ami move, at this point, would haeeb to move guys
into G1 (duh).

In his final MPh, Matt stacked two squads and a leader intoa®d,three more, with a leader, in HO. | started my Turn Fouhn WiEVPs
already in the bag. | put the Hero in E1 or FO to limit German SBFget Selections, and a AMed a HS to DO or E1, hoping to drameso
limited German fires. No shots. So, | counted five units Ildaxit, and five German shooters. IIRC, one Ami squad broke hoard-edge hex;
one or two German squads Cowered; German Final Fires hadeui.ef

The Amis got off 13 EVP (12 required to win). Jim pointed oudtth single DR, gone differently, in the final Ami MPh, coulave stopped a
squad, and thus denied an Ami win. Very close game.

| spoke some words of apology to Matt for having given him saicikead- in-my-head game. Jim, rolling his eyes, related hoyw@aney had
once so-apologized after defeating him; “That is =so=ltimgy Wayne; here your've _beaten_ Matt, and you're ®glliim you're =sorry=you
didn't =trounce= him?" So, smiling, | apologized for thelkagy, and re- solved to never do that again.

Thus ended =my= WO '00. | know | got my "'money's worth,' beedwgas =totally= spent. At 1630 or so, as | was making my finadfvells to
the few remaining players, Perry Cocke surprised me by ptegeme with the Sam Belcher "Honorary O-fer' Good Sportshigp Award
because, Perry said, “"Every time Curt looked, he saw yaiqga My thanks to Sam for making the award (a nice t-shictCurt for selecting
me to receive it and, most of all, to Jim McCormick, Damon Npieff Toreki and Matt Deuber for Great ASL Gaming. | had asmag good
time, and hope all of you did, too.

My thanks to MMP for putting on the event, and to all who papéded. Congratulations to JR on his Champion-level plapgde to see all of



My thanks to MMP for putting on the event, and to all who papéted. Congratulations to JR on his Champion-level plapde to see all of
you (and more) at WO '01.

Wayne

-- Wayne M. Hadady
wargamer
wmh@hadady.com
http://www.hadady.com/~wmh




